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Unity 2018.2.1.f1

AHE= ARG

UniVRM v0.40
UniVRM-RuntimeLoaderSample-0.40
UnityChan 1.2.1

& 7 T #8F LL L unity package
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Projects  Learn B new | [3) open

On Disk

In the Cloud
New Unity Project (2)

Mew Unity Project6
unity project
unity-videoplayer-helper-master

unity project
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< Unity 2018.2.1f1 Persanal (84bit) - SampleScene.unity - Mew Unity Project® - PC, Mac & Linux Standalone <DX11>
File Edit Assets ] GameObject Component Window Help

Create ¥
Show in Explorer

Open

Delete

Rename

Copy Path Alt+Ctrl+C
Open Scene Additive
Import Mew Asset...

or |

Export Package...
Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All

Extract From Prefab

Run AP| Updater...

Update UlElements Schema

Open C# Project

_____o—]

HEER
HREEEE (D) » unity » packages > a

B

. EE

< UnityChan_1_2_1.unitypackage
€ UnivRM-0.40.unitypackage
€ UniVRM-RuntimeLoaderSample-0.40._..

a-3.3F|UnityChanBFbx#4 %

2D

Cameras
Characters
CrossPlatforminput
Effects
Environment
ParticleSystems
Prototyping

Utility

Vehicles

e

EiHH

2018/3/28 T 0.
2018/7/20 T 0...
2018/7/20 F50..

| Blconsole |
| .

RRL

/i

Unity package file
Unity package file
Unity package file

=3

FI

113,630 KB
2,706 KB
1,061 KB




€ Unity 2018.2.1f1 Personal (64bit) - SampleScene.unity - New Unity Prajectd - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component YRM ‘Window Help

¥ hrAssets/UnityChan|Om———

a-4.7EInspectorfl & &£ FEHumanoid ¥ s ikapply, Unity ChanfIBLRiEEN T, eI LB
X—%



) Unity 2018.2.1#1 Personal (64bit) - SampleScene.unity - New Unity Projectd - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component VEM  \indow Help

a-54%FUnity Changyfbxitfir#t Hierarchy 1 &5
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< Unity 2018.2.11 Personal (54bit) - SampleScens unity - New Unity Prajectd - PC, Mac & Linux Standalone* <DX11>

File Edit Assets GameObject Component VRM Window Help

b 4 @ SampleScene* =

Main Cam er:a
Directional Light

® Inspector

.j & |unitychan [] Static

Tag | Untagged 4| Layer [ Default 4|

i Project

|Create-| (@ A% [k

'{:?.Fivn?itﬂ' . Assets » UnityChan

Model | Select | Revert | open |
¥ .~ Transform
Position X 0
Rotation X 1]
Scale >4 bl z
¥ 35 ¥ Animator [FEES
Controller 'None (Runtime Ani| @
Avatar : % unitychanAvatar | @
Apply Root Motion [
Update Mode
Culling Mode Cull Update Transforms  #
Clip Count 0

Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0
Muscles: 0 Generic: 0 PPtr; 0

Curves Count: 0 Censtant: 0 (0.0%) Dense:
0 (0.0%) Stream: 0 (0.0%)

&5 Materials

Unity Chanshad.
» i BoxUnityChan
# hciunitychan

¥ i Assets

&5 Scenes

& Streami

¥ &5 UnityCh
& Anim.

& Anim.

& Docu

&5 Edito

& Facel

> & Licen
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& Read
& Scene

&5 Sorint ¥

[ Add Component J

El Console
| Clesr || Collapse | Clear on Play | Error Pauss | Editor -

Oz A5 @,

@ Finished updating scripts / assemblies

@ Animation Clip __preview__Take 001 contains negative time keys. This may cause your
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File

= Hierarchy

Edit Assets GameObject Component

1 + EICAlNio]

| Create vl (ar Al 'I - =

REIVRM

€} Unity 2018.2.1f1 Personal (64bit) - SampleScene.unity - New Unity Prajectd - PC, Mac & Linux Standalone® <D

VRM | Window Help
‘export humanoid

freeze T-Paose

‘FQSEmpIeScene*

Main Camera

WREREET ML,

Unity4m %8

Directional Liif'lf:

O Insp
'.j k SaveSpringBoneTol50M

- Te LoadSpringBoneFromJSON
Mode
¥ .~ Transform & =
Position X 0 Yo 20
Rotation X 0 ‘Yo 'zlo
Scale %1 1¥[1 1z[1

T== ¥ Animator
Controller
Avatar
Apply Root Motion
Update Mode

| Mone (Runtime Ani
| £ unitychanAvatar |
7

[ Marmal

i,
|
|
|

Q%

o

o

XA EFE LUnity Chan®IR4EE, 1B fEAssetsN, FHER



€ Unity 20182 111 Personal (64hit) - SampleScens unity - New Unity Projectd - PC, Mac & Linux Standalone® <DX11> - o X
File Edit Assets GameObject Component VWRM Window Help

a .MESHWV
Tag Laassms_ul Layer [Defauls 4]

[None (Mono Seripty | @
Target E unitychan (Animator)
Title [unitychan
Author [Unity Technologied
Force T Pose ¥4
| Pose Freeze =4

Clear an Play

@ Finished updatmq-lcrlpﬁ / assemblies

a-7.7EAssets BH RN, REFEIMEIVRMEERS B X LEHHAME
BEhHEEMNIIX I~ prefabIE LU & ~.Materials



€ Unity 2018.2.1#1 Personal (64bit) - SampleScene.unity - New Unity Prajectd - PC, Mac & Linux Standalons* <DX11>
File Edit Assets GameObject Component VRM Window Help

™= Assets

Hﬁuzilluﬁi_igéﬁan;prdﬁ ((— llll.it'ycilﬂl; ;

IR~ prefabiEhiii# Hierarchy ¥l & 7k = B 9 — 1~ gameObject
R4 5t gameObject& 1R R HH W 5~ prefabMELE, rh¥ELS 2 F IR EH H R VRM
B3k EgameObject IXI R, MAZ~.prefab

Blend shapei& & R GE7E~.prefab, EATNIRMunity fRiIBIRTERmBE~. prefabRE
Secondaryi% & R £ gameObject

Metadatai& & | 7~ fR

ShadersN AT BE &N 5

FLETREZ A AJRERFE S REHEBESZEVRMIEN

a-8 1R Emetadata
% ElInspectorfl & W #IVRM Meta (Script)



€ Unity 2018.2.1f1 Personal (64bit) - SampleScene.unity - New Unity Prajectd - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component WRM Window Help

| unitychan *

InformationX B E R EEEBEEXF, & 4455180
FAETRT LLIS TE T 45 B

Licencel X LA LEREERY
Personation / Characterization Permission A#&/ZRAE 7]
A person who can perform with this avatarfE# {3 F tt KR ITR BRI A
e Only AuthorRE &
e Explicitly Licensed Person4¥E iF 7 A
e Everyonefig A
Permission to perform violent acts with this avatarft iFERFR2 HRNE
Permission to perform sexual acts with this avatarftiFE AT RIERE
For commercial useft ¥ A F &l A&
Redistribution Prohibited AI & A F L& 5 ekE

a-9 REFTHGE, MEAYEMITHMEE, HEFI~prefab, FZRAMHMKVRM, FILIERE
BEE XM



€ Unity 2018.2.1f1 Persanal (64bit) - SampleScene.unity - Mew Unity Projectd - PC, Mac & Linux Standalone® <DX11>

freeze T-Pose

SaveSpringBoneTolSON
LoadSpringBoneFromJSON

= Assets

unitychan

BAXH



https://dwango.qithub.io/en/vrm/how _to make vrm/#how-to-create-vrm-file-conversion-from-
existing-3d-model

[b. Blend shapei& E]
Blend shapeiX & R REfE~.prefab, FTHERIEIREHE LEAL

b-1. BFF untiychan®prefab, miEREAIBlendShape, FEInspectord] L& EImE N @

E=4 Unity 2018.2.111 Persanal (84bit) - VRMViewer.unity - New Unity Projectd - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component VRM Window Help

== Assets

BlendShape


https://dwango.github.io/en/vrm/how_to_make_vrm/#how-to-create-vrm-file-conversion-from-existing-3d-model
https://dwango.github.io/en/vrm/how_to_make_vrm/#how-to-create-vrm-file-conversion-from-existing-3d-model

dEAMBVRMMTREE BRiE—1TMEREM

BEENEEFRERRETHRE

0 F B TRIREE 17 8Blend shapesiMorph, VRM#IBlend shape3kfr £ —4 45—
X NNE, KREEXLEFEIEMBlend shape, HIXLEEIABlend shape & & —1 Preset

VRMEITIR R1ER EH B FE5MIR 2 FERE MPreset, iXLPreset@ N E—MIK, BEESWHMA L
Gz

2 MPreset:
e NEUTRAL &FHL&KI%E
e Joy, Angry, Sorrow, Fun ER =Rk
AR #JPreset:
e Blink, EZ AR
e Blink_L, Blink_R BZ#ER
A 9Preset:
e AILUEO
ML KPreset:
e LookUp, LookDown, LookLeft, LookRight #n5 #l4k iBlend shapeiZ i i {5 F
H fihFr ol &R Preset:
e Unknown E{th#itl;:&#IBlend shape&BEFiX 4

b-2 MEE— T RIFHMEEM, REHPILNMESEH
Blend shape A, i&1FR#5Blend shapefIEFApply, FAFTR T



& Inspector

Select BlendShapeClip |

T o | ——

|

| E | 0 | | BLINK | 107

| ANGRY |l SORROW | FUN || LOOKLUP
[
[
|

e e e |-

LooKDOWN || LoOKLEFT ||  LookrIGHT || BLINK_L
BLINK_R |

Add BlendShapeClip

CurrentClip
Current clip [ﬂ_ﬂlendsha_pe.h (BlendShapecClip) |
Preset [ A
BlendShapeName (A

o

BlendShapeValues
[ Clear I Apply

b BLW_DEF

» EYE_DEF

© EL_DEF
blendShapez.EYE_SMILEL
blendShapez EYE_SMILEZ
blendShapez EYE_SAP
blendShape2 EYE_CONF
blendShapez EYE_ANG1
blendShapez EYE_ANG2Z
blendShape2. EYE_DEF_C

¥ MTH_DEF '
blendShapel MTH_SMILE1
blendShapel MTH_SMILEZ2
blendShapel.MTH_SAP
blendShape1.MTH_CONF
blendShapel MTH_ANG1

blendShapel .MTH_ANG2
|| blendShapel MTH_A
end=hapel MIH_I

blendShapel.MTH_U
blendshapel .MTH_E
blendShapel.MTH_0

L INE I T e

11T T

L

I
[a=]
L]

aNeEsEe N N sEeEeN ol o 9

1]

BIE“dShapE -




Blend shape Blink



prefab W unitychan [}
| |

Select BlendShapeClip

[ NEUTRAL il A | I i u |
C__:t Lo  SEETEE o
( ANGRY || SORROW | | FUN Il LOOKUP |
| Lookpown || LOOKLEFT || LookriGHT || BLINK_L |
| BLINK_R |

[

Add BlendShapeClip

CurrentClip

Current clip 'ﬁﬂlendshape.ﬂlink__{BIendShapeCIip} | e
Preset | Blink ]
BlendShapeName |Blink

BlendShapeValues

Clear Apply

b BLW_DEF
¥ EYE_DEF

blendShapez EYE_SMILE1 O o ]
blendShapez .EYE_SMILEZ O o ]
blendShape2.EYE_SAP ® o ]
blendShapez.E¥E_CONF O 0
blendShapez EYE_ANG1 O o
blendShapez EYE_ANGZ Q p‘
I blendShapez EYE_DEF_C O 1100

blendshapez EYE_SMILE1 O o ]
blendShapez .EYE_SMILEZ O 0
blendShape2.EYE_SAP ® o Il
blendShape2.EYE_CONF 0 o ]
blendShape2 EYE_ANG1 O o ]
blendShapez EYE_ANGZ » o]

I blendShape2.EYE_DEF_C () |100 l
"DET

BlendShape =




b-3 BT HFKIE Mk Add BlendShapeClip, 37— BlendShapeClipt4Z
X2 NIEIIH

ile  Edit Assets GameObject Component WRM Window Help

Serialized Property.
List is Empty

Serialized Property
List is Empty

*= Assets

BlendShapeClip#17

b-4 [E1Z|Blend shape T, £F&FI—1Z#IBlend shape, PresetZUnknow
XETFL AT UL B © & BlendShapeName, —#18 & SE/aApply



BlendShape

BlendShape

-

b-5 [EZl~.prefab, ALLEZIFAIBlend shapetAZHIB T, FEPlayIRZASTAA LAE A



unitychan

b-6. 12154 HVRMYE R 1744



€ Unity 2018.2.1f1 Personal (64bit) - VRIMViewer.unity - New Unity Projectd - PC, Mac & Linux Standalone® D11
File Edit Assets GameObject Component Window Help

freeze T-Pase

SaveSpringBoneTolS0OMN
LoadSpringBoneFromJSON

= Assets

* unitychan

BAXH

https://dwango.qgithub.io/en/vrm/univrm/components/univim_blendshape/

[c. SecondaryiR %, BEHEENEE, fiiE]

VRMBEIIX EFFIRSpring bones RE A LI BZATERMERESHER, HFAEREHREVRM

c-1.miEVRME A #IExample, VRMViewer, EN#IEN XA, aILIFTERscene


https://dwango.github.io/en/vrm/univrm/components/univrm_blendshape/

€ Unity 2018.2.1f1 Personal (64bit) - SampleScene.unity - New Unity Projectd - PC, Mac & Linux Standalone* <DX11> -
File Edit Assets GameObject Component VRM ‘Window Help

Scene(s) Have Been Modified
Do you want to save the changes you made in the
scenes:
Assets/Scenes/SampleScene unity
*our changes will be lostif you don't save them.

Sove | [ Dontsave | | Conee

Export elapsed 00:00:01,3384103 S—_
UnityEngine Debug:LogFormat(String, Object[1)

| €] Assets/VRM Samples/SCmm—

c-2.Secondaryi® & R gEfEgameObject

15 ~.prefab#E i = Hierarchy# &5 B gameObject
TEProject#l & 1# F HHumanPoseTransferf4script,
tHumanPoseTransfer}E 11 # gameObject,
SHINE~ prefabP BHEL M E S, HIEMKE



€0 Unity 2018 2,11 Personal (64bit) - VRMViewer unity - New Unity Prajectd - BC, Mac & Linux Standalane* <DX11> - O X
File Edit Asssts GameObject Component VRM Window Help

T t o y | -3 = -
"= Hierarchy © Inspector Scene
| : —. : - o
AT : i s —
7 =k .
v & VRMViewer = S| &) Layer [Default 2] s
(| P e P et e
= W s
\
€ Game
ot
(B3 Project oo
THumanPaseTranster
Search:
o 5 =t -~ —
T. AR v
|
El console
— lear : l:lur:rl.ﬂiy i ] to - R @12 . 0
= @ ["\mw];i" ions" i { {"ex U " "meta" i {"version
Export elapsed 00:00:01,3384103
UnityEngine Debug:LogFormat(String, Object[])
create : itychan.prefab

= UnityE

€0 Unity 2018.2.11 Personal (64bit) - VRMViewer.unity - New Unity Projectd - PC, Mac & Linux Standalane* <DX11>

File Edit Assets GameObject Component WRM Window Help

‘Tag

unitychan
[Untagged  ¢] Layer
[ Revert

HumanPoseClip

c-4mifkplay, IEFTEEplayBtTHIRME, BRT XNAssetsBHRAMZED), HthEIHIMEE
playE®RfE, [EZ|playiriikzs
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R Py T —

lect L

c-5. Playz e & i Hltest gameObject, IFZEHI FllunitychanfILLIELL, ZEFARILAEE|
UnityChanFF iR Bk 5%

€ Unity 2018.2.1F1 Personal (64bit) - VRMViewer.unity - New Unity Projectd - PC, Mac & Linux Standalone* <DX11
File Edit Assets GameObject Component VRM Window Help

XETHUnity Chan2 BRIk A 5 XRAREFMIE, thAxWa), ARB[IUTEL
o L%
HRER: L &R
BHEFATEMEIHNE: L8, B, L8 T8 £T
o JEIEREIE
AR &R AR BRI
BAE AR BRI RN R KBR
o HEEE
IR AR BRI
BAE AR B FEI X R KB



c-6.fZBRplayik A, &E&HUnity ChanfgameObject4E#i)
e Character1_Reference : B 8&FT1E

BEBRMEMESGRINE, FHRHEMroot Epelvis BhipsFFIBS LT+ S5, BFREEER

EAXE, FEXEBINL, XHLEENR—THREZERR, MEIALAKER BEGRLRIBESE
2,
NECK
RIGHT LEFT
COLR  gued SPINE CHEST  peepp| “O'F \
. I3 | LEFT SHOULDER |
| RIGHT SHOULDER | l
1 . — | LEFT ELBD“ |
| RIGHT ELBOW | &
| LEFT FORE!J.RM
| RIGHT FOREARM | | ROOT PFIVIS)
l | LEFT WRIST |

| RIGHT WRIST | / \

| RIGHT LEG (HIP) | LEFT LEG[HD’} [

| LEFT HAND

| RIGHT HAND |

l RIGHT KNEE | ‘ LEFT KNEE |

| |
[ RIGHT ANKFL ‘ ‘ LEFT ANKEL |
RIGHT TOE |-l—{ RIGHT BALL | | LEFT BALL |—>[ LEFT TOE




Characterl_RightUpLeg

mesh_root: Shaders#IFr7E
secondary: MEEMIEREMRE, BAIRE—1TER




c-7 —1VRM Spring Bone @ — 3 SHMIEMRX IR, REBc-SMDH, XALKFEIN
#ZEIVRM Spring BoneMscriptFf7E, E&EHERI# secondaryi®3rHair, Skirt Front, Skirt Back
3t

Q Unity 2018.2.1f1 Personal (64bit) - VRMViewer.unity - New Unity Project - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component VRM Window Help

N e — | |- — | Y T
= Tag (Untagged ) Layer [Defale &)

e

ripts » SpringBone

WEH—T&SHENL:

Comment: j¥f, mILUEFHIXERS

Draw Gizmo 4% 7] LIF BIIE 3 SE& Bk

Gizmo Color £z S E KB

Siffness Force ZHE, EHKHME

Gravity Power £/, E#XA#E

Gravity Dir A4 0,-1,08RAT

Drag Force $ii /1, EHXHEERMN

Center Rk, HtAFiEMH BN, UEREH
Root Bones & & — #1231 X R IR EB

Hit Radius #2331 R HAE AR

Collider Groups RE—#HZFINER, TEXBENAFESEIX RAE

c-8 XiB RiRTE XK AENEHI



41 £ £ i ARoot Bones FIIE I X RIBED
BEENMENR, NEEELAESENMAESZ, BXBREMAXL

Characterl_LeftShoulder

c-9. #3141 Z FbonesiN AVRMSpringBoneColliderGroupiX 4~ Script



Characterl_LeftShoulder

RBIXMHEFARE KR, FEREK






Prefab [

c-10. FELEBMEN RIZFE TR



c-11. INEi% E #¥Root Bones 5 Collider Groups, Hith#{ERLIE & c-4,¢c-5, fEplayh iR






BTBIERRTE



c-12&E#ERME, 121§ HVRMIEN T



€} Unity 2018.2.11 Personal (64bit) - VRMViewer.unity - New Unity Projectd - PC, Mac & Linux Standalone* <DX11=
File Edit Assets GameObject Component VRM  Window Help

freeze T-Pose

SaveSpringBoneTolSOMN
LoadSpringBoneFromJSOMN

unitychan

BAXH

https://dwango.github.io/en/vrm/univrm/components/univrm_secondary/

[d. Shaders{&gk]

Shadersf&t, N F#HERMUWFBX, XL IFEEEE, MEREXS, EEFAFRHVRM
ARERARRSERXHE, U2, BHEHER


https://dwango.github.io/en/vrm/univrm/components/univrm_secondary/

EAVRMAR & ERBEZHvrm@EAMShaders, INRFER T HithF@EARShaders, LUnity
Chan3kEii, #B=2Unity ChanBECHIShader, Hih#ix:%HE, ENREMSTRIXE,
HERBHFEFHFIK, th2E N EF AUnity Chani unitypackaged th# A T Unity ChanB &89
Shader, &tk A LAIE & 52E,

MEFLEBIHEER, MEIRERvrm@R#iShaders

d-1. FENAERE~.vrim= B3 7~ £ E$IZ ~ Materials



"= unitychan.Materials

MEE—ITEEERI, #EUnityChanB 2 #Shader,
Hrheye L1, eye R1, mat_cheekZTransparent, thiHEHEMN

d-2. {3 BRI R VRM-->UnlitTransparent



Standard (Roughness setup)

Standard (Specular setup)

Custom

Fx

GuUl

Mobile

Mature

Particles

Skybox

Sprites

Ul

UniGLTF

UnityChan

Unlit

VR
D
UnlitCutout
UnlitTexture

UnlitTransparentZWrite

d-3. {3 H ik i VRM-->MToon



T TG YRR W L YLILAI LY RN ALY b

imeCObject Component VREM  Window Help

Standard

Standard (Roughness setup)
Standard (Specular setug)
Custom

X

Gul

Mobile

Mature

Farticles

Skybox

Sprites

ul

UniGLTF

UnityChan

Unlit

YR

UnlitCutout

Legacy Shaders

UnlitTexture

Not supparted UnlitTransparent

UnlitTransparentZ\Write

d-4. $#~.prefabE i E Hierarchy M & B 7 gameObject

mesh_rootA £ 2k & L4 & M B #)Shader



FIE Ul AREL  UGMEULELL  LOMPUNSIL VRV WIGOW  OEip

Hierarchy

Shade
Shift
Toony
LightColor

BEER NI £ Head A

o i +] Layer [Default

Prefab | Select Revart I

O |




d-5. AT LURFRMAEL, HEMFRAR, HIHRE, MEMETCtri+ze]LUEE L—3)
HRAME T AR AEENERLT, ®AHMmEShader
HXIBFEFEIRTBENTRE

g b BRI CVY S WLt b Aot
ierarchy @ Inspactor o .
Croace | (@R ) BRI -
+ i aerE g » Materials
L Dynamic Oceluded 4
b Characterl_RightUpLeg .
¥ Characterl_Spine face @ 3
¥ Characterl_Spinel ] Shader | VRM/{MTaan
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